V ►! 


Industrial Development 


Grain 


Fish 



Cotton 


* 

Horses 


Fruit 




FTErepo* 


Ctasge 
Defense 


Fir epow e r 

JAefce 

Range 

Defense 

Movement 


Firepower 

Melee 

Range 

Defense 


Movement 




















































Regulars 


Military Units 

Era I 


Hussars tight Artillery Sappers 







:rsr 

Grenadiers 


Cuirassiers 

.. 

Artillery 

1 'W-aV? 

Gene 

Firepower 

5 

5 

10 

12 

7 

15 

10 

16 

. 

. 

Melee 


5 

5 

10 

12 

10 

19 

3 

4 

* 

- 

Range 


5 

5 

5 

5 

3 

3 

9(10) 

11(12) 

5 

i 

Defense 

4(5) 

7(8) 

5(6) 

5(6) 

7 

5 

3(4) 

2(3) 

3(4) 

5 

Movement 

4 

6 

4 

4 

11 

9 

5 

3 

4 

7 


Era II 






Sharpshooters 


Guards 


Carbineers 


Siege Artillery 

General 

.■ 

Firepower 

7 

10 

15 

17 

10 

20 

17 

30 



Melee 


7 

10 

15 

17 

13 

26 

5 

8 

- 


Range 


8 

8 

8 

8 

5 

5 

12(13) 

14(15) 

8 1 


Defense 

4(5) 

7(8) 

7(8) 

7(8) 

7 

5 

3(4) 

3(4) 

4(5) 7 


Movement 

4 

6 

4 

4 

11 

9 

6 

3 

4 9 








Era III 






Conscrtpl^ 7 Infantry 

Mechanized Mobile Artillery Saboteurs 



% ... 


: | 

f 

|jg 

ft 

* 


fr4 

& t 

in 




Rangers 

Machine Gunners 

Armor 


Railroad Gun 

General 


Firepower 

10 

15 

22 

25 

22 

45 

25 

50 



Melee 


10 

15 

22 

25 

28 

60 

8 

12 

- 


Range 


10 

10 

10 

10 

10 

12 

15(16) 

17(18) 

10 1 


Defense 

10(12) 

20(25) 

20(25) 

20(25) 

10(12) 

20(25) 

20(25) 

20(25) 

10(12) 20 


Movement 

5 

7 

5 

4 

11 

9 

8 

3 

5 11 

























Diplomatic Options 


Trades Improve 
Relations 


Send Civilians to MNs 


Overseas 

Profits 


Peace 




War 



Allows Attacks 
Automatic Boycott 



Empire 


Military Intervention 
When MN Threatened 


Colony 


Colony 

^ Conquer 
Territory 


Naval Units 


Ship-of-the-Line 


Ironclad 


Armored Cruiser 


Battlecruiser 





mSJLX 



Frigate 


Raider 


Advanced Ironclad 


Dreadnought 


Firepower 

3 

6 

3 

5 

10 

6 

20 

18 

Range 

5 

6 

7 

8 

10 

9 

13 

13 

Armor 

10 

20 

20 

55 

60 

50 

70 

55 

Hull 

35 

65 

30 

50 

70 

40 

115 

90 

Speed 

4 

3 

7 

5 

6 

8 

7 

9 

Sea Zone 

3 

2 

5 

3 

4 

6 

5 

6 
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IMPERIALISM 


This terrain 


developed by may produce development levels 

Undeveloped Level I Level II Level III 







Barren 

Hills* 


Swamp* 


Desert* 


Tundra* 



Mountain* 


Miner 



Miner 



Driller 



Driller 


x 

Driller 


coal 

— 

M I 

2 units 

4 units 

6 units 

** 

iron 

— 

4* 

2 units 

4 units 

6 units 

coal 

— 

4* 

2 units 

4 units 

6 units 

iron 

— 

sM 

2 units 

4 units 

6 units 

gold 

— 

4\t 

1 unit 

2 units 

4 m 

3 units 

gems 

— 

1 unit 

«^Ji 

2 units 

jfM 

3 units 

4 

oil 

— 

*4i 

2 units 

4> 

4 units 

6 units 

4 

oil 

— 

■4 

2 units 

4. 

4 units 

MA 

6 units 

4 

oil 

— 

•4ii 

2 units 

4 units 

MA 

'r’PP* 

6 units 


* These tiles must first be prospected. They may or may not contain exploitable resources. 


2215999-251001 
















development levels 


This terrain 


developed by produces 


Undeveloped Level I Level II Level III 



Open 

Range 



Rancher 


% 


Qs» 


livestock 1 unit 2 units 3 units 4 units 



Fertile 

Hills 



wool 1 unit 2 units 3 units 4 units 


Rancher 



Orchard 


Farmer 




it & 


fruit 1 unit 2 units 3 units 4 units 



Plantation 


Farmer 




cotton 1 unit 2 units 3 units 4 units 



Farm 





i j J 

** iP MT 


grain 1 unit 2 units 3 units 4 units 


Farmer 



Dry 

Plains 


grain 


Always produces 
1 unit. 
















This terrain 



I 


developed by produces development levels 

Undeveloped Level I Level II Level III 


Hardwood 

Forest 


Forester 


4 


timber lunit 2 units 3 units 4 units 


Scrub 

Forest 


4 

timber 


Always produces 
1 unit. 


Horse 

Ranch 


M 

horses 

Other Civilian Units 


Always produces 
1 unit. 


searches in Barren Hills 
and Mountains for: 


Prospector 


^ 

coal iron gold gems 



searches in Desert, Swamp 


m 




and Tundra for: 



oil 



Engineer 

builds: 

%T 

1 

Vi 




RR 

Rail 

Port 

Fort 

Fort 

Fort 


track 

Depot 


level 1 

level 2 

level 3 


Developer 


purchases land in Minor Nations (MNs) 
so other civilians can work there 

developer flag 








